The Guns of Titan 


Kinetic Weapons 


Unless otherwise noted, all weapons featured herein are equipped standard with ambidextrous handling features, smart safety systems, 


and smartlinks. 


Pistols 


Titanian Arms Se/f Defense-1 
The SD-I is a light propellant pistol; a purse-popper, an offering produced by a Titanian microcorp for the use of civilians who don’t 


know much about guns, or don’t want their daily carry weapon to inconvenience them, but nevertheless feel a reason to carry a firearm. 


It is, in the words of every Titanian - and indeed, every other - quartermaster, a fucking disgrace to every weapon in the history of 
weapons which propel an object into someone. It is sometimes issued to undercover operatives, though most experienced undercover 
handlers have reached the conclusion that issuing an SD-| to undercover operators is literally worse than useless, as it might embolden 
their operatives to stand their ground and fight in a situation where they would be better served spending all of their energy on fleeing. 
Its sole utility is in its size; unlike other Light Pistols, the SD-I is a Mini-sized item, allowing it to be concealed in a palm or a small pocket. 
The incredible concealability of this tiny pistol not only grants a +10 modifier to Palming rolls made to conceal it, it lets the person 


concealing the weapon roll twice and take the better result. 


Some SI-4 officers find use for the SD-I as a special-purpose tool more than a weapon, as a vehicle for delivering Zap, Splash, and Bug 
rounds. Those who carry one as an emergency backup weapon, a “clutch piece,” advise the use of Hollow-Point or Biter rounds to 


actually give the damn thing some stopping power. [Low] 


Midgard Arms Jormungandr 

That the Jormungandr was first produced in 2 AF is fact, but to this day the person who developed and released the nanofactoring plans 
remains anonymous, barring the use of the name “Midgard Arms” to associate with the weapon. What is evident, however, is that they 
were American, and evidently they love their new home, as the Jormungandr is clearly a fusion of the old American tradition of 
excessively large, unnecessarily old-school revolvers (the use of which is an almost-defunct practice these days,) named after snakes, and 


Nordic myth. 


The Jérmungandr is a beastly heavy propellant pistol, firing nonstandard magnum heavy pistol rounds that hit Like a rifle round. It’s 
almost always customized cosmetically to some extent or another, and the nanofactoring plans distributed for use with it comes with an 
Al driver set up to easily throw cosmetic boilerplate on the weapon. It comes with a cylinder which can hold 5, 6, or 7 rounds, depending 
on the personal preference of the user (and unsurprisingly, most prefer 7 round-cylinders,) reloads by snapping the entire front frame of 
the weapon to the right to easily reload with a speedloader, and is incompatible with the extended magazine modification, but comes 
with an integral smart magazine system that simply rotates the cylinder to the round you wish to discharge, in addition to the standard 
smartlink. It does not come with a Safety System standard, or, indeed, any form of weapon safety whatsoever, though patches to the 


blueprints by later armorers add these options, and fires by a mechanical action setting off the piezoelectric round primers. 


The rhelogic smart fluid recoil compensation system in the Jormungandr is slightly anemic for the size of the round it fires, allowing for a 
slight but perceptible recoil, and has an option to switch it off entirely, should the user wish to experience the full recoil of a mammoth 


Il.176mm magnum pistol round uncompensated by anything, an option few people exercise more than once. 


Whilst not a weapon traditionally issued by any Titanian military, paramilitary, or police service, the Jérmungandr is common enough 
among both Titan’s criminal element and some higher-ranking officers who feel a need to buck Janteloven and show off by having a gold- 
electroplated revolver on their hip that most armorers are well-versed in the weapon’s maintenance and upkeep. Whilst not really a 


practical weapon for field use, it can certainly be effective when it is employed. [Low] 


Titanian Arms Sidearm-1, -2, -3 

Way back in IO BF, the Titanian Commonwealth was getting good and damned tired of having to License weapon designs from the likes of 
Fa Jing, or paying extortionate one-off fees to the extropian design houses. Whilst the public debate raged as regards whether or not 
simply to crack open blueprints freely, the Ministry decided it wanted something unique - something in-house; something fundamentally 
Titanian. An American-style military procurement contest was put out for design shops and individuals. There would be no huge cash 
award; instead, the selected design (or designs,) would, upon full acceptance, be made open-sourced to all; and the designer or designers 
would be placed in charge of a new Microcorp (or their existing microcorp given more resources and prominence.) The contest was simple 


in nature: Create a family of railpistols, light, medium, and heavy, that were uniquely Titanian. 


Titanian Arms formed as a group of students at Titan Technological Institute, bent on winning the contest. To the great chagrin of the 
teams from Titan Autonomous University, they won hands-down, rising above all comers from far and wide. These pistols, although 
twenty years’ dated, have formed the backbone of open-source railgun blueprints ever since; they are the archetypical light, medium and 
heavy railpistol. They have a nominal cost of [Moderate], but on Titan there are so many floating around that they can be procured at a 


cost of [Low]. 


Titanian Arms Civil Police Pistol-1, -2, -3 


The CPP-I, 2 and 3 are standard-issue railgun sidearms in light, medium and heavy varieties, issued to Titanian law enforcement. (The 
cities’ Civil Police, hence the name.) They replaced the Titanian Arms Sidearm series in | AF, and are notable for incorporating stunners, 
and coming standard with shock safety systems. In police and other official usage, these are usually bulk-modified by armorers for 
deployment parameters and often individually modified based on user preferences. Unsurprisingly, most users demonstrate a marked 
preference for enlarged magazines. They are by default slightly larger than the majority of pistol blueprints found on the mesh, having 
somewhat more ammunition capacity than most, even before enlarged magazines are installed. They have a nominal cost of [High 
(2,000)], thanks to the incorporated Stunner, but on Titan are common enough to be acquired for one [Moderate] favor/purchase. The 


pistol chassis alone without the incorporated stunner has a cost of [Moderate] everywhere. 


Machine Pistols 
Titanian Arms CPMP-1, -2, -H 


The Civil Police Machine Pistol series, these weapons are not related to one another, but are classed together in the same category. 


Titanian Arms Civil Police Machine Pistol-1 
The CPMP-I is a standard bullpup rail-SMG; it is the archetypical mesh SMG, the nanofactoring plans for which the majority of 


submachineguns made with open-sourced blueprints are printed off. It’s long been in Titanian militia, police and military service. 


The CPMP-I is often issued with an integrated Stunner, but was not designed with one originally when it was first produced. Owing to the 
ubiquity of the CPMP-I in Titanian police, militia and military services, acquiring it on Titan gives it an effective cost category of 
[Moderate]. 


Titanian Arms Civil Police Machine Pistol-2 

The CPMP-2 is a new machine pistol, set to replace the CPMP-I in militia service by 12 AF, and in civil police service by 15 AF, but 
Titanian Special Police, Civil Police High-Threat Response teams, and Naval MPs have access to them now. It, too, is a bullpup , but 
instead of a box magazine, it uses a large, overbarrel helical tube magazine, allowing for an astonishingly large ammunition capacity in a 
fantastically compact package. Nearly the entire length of the weapon is barrel as a result, allowing for an amazingly compact weapon 


system, and it features a Shock Safety system. [High 6,500] 


In many Special Police units, the CPMP-2 is frequently combined with an underbarrel standard light pistol, typically loaded with Zap 


rounds. 


Titanian Arms Civil Police Machine Pistol-Heavy 

The CPMP-H is a machine pistol that fires heavy pistol caliber rounds through a grip-feeding box magazine. Fa Jing accuse Titanian Arms 
of having reverse-engineered their Gladius machine pistol to design the CPMP-H, but the weapons are little alike, despite having 
remarkably similar ballistics and performance. The CPMP-H, if anything, looks remarkably similar to a 140-year-old German submachine, 
and fills basically the same niche of being a machine pistol firing a round more powerful than that of standard submachineguns, with 
enhanced armor-penetration. It features an extending stock and fold-down forward grip, and standard Shock Safety, and integral Stunner 


at no extra cost. [High 7,000] 


Those same Special Police outfits which typically modify their CPMP-2s with underbarrel light pistols also modify their CPMP-H 


weapons to replace the integral stunner with an integral light pistol, typically used to deliver Zap rounds. 


Automatic Rifles 


Midgard Arms Modular Weapons System 
The Midgard Arms MWS (and the Dragonslayer, released at the same time,) heralded the return, in AF8, of Midgard Arms to Titan, 
proving that whomever that rogue armorer is, he, she, or it, is still around, and still innovating. (The proof is in the cryptographic keys the 


blueprints are named under; the keys are matched to those the Jörmungandr was released with.) 


The MWS is a weapon which was designed for the tactical operator operating tactically, who needs a heavy weapon, an assault rifle, and 
a sniper rifle, but doesn’t need to carry three different weapons around. This unsolicited entry into the field of military arms has gone 
largely ignored by the Titanian military, militia, and police services, but it’s a reasonably popular weapon amongst those who spend a lot 
of time out in the dunes. Its plans call for it to be built with multiple barrels which can be changed on-the-fly in the span of about a 
minute’s work with a Hardware: Armorer Simple Success Test, and can feed from a variety of magazines, or even old-school ammunition 


belts. Switching the feed style requires a minute’s armorer test, as it requires removing the barrel. 


It’s a popular weapon with gunners and riflemen, because the round it fires is more substantial than those standard automatic rifles and 
machine guns fire (although this means it’s using nonstandard ammunition and cannot share ammo with standard weapons of these 


categories,) but it’s viewed with, at best, a little bit of disdain by snipers, considering it more a marksman’s rifle than a true sniper rifle. 


Still, when you need to take a shot at long range, the rifle in your hand is better than the rifle that hasn’t been manufactured yet. The 


MWS is seeing some adoption amongst more maverick Titanian Special Police operatives. 


Magazines: 

Box Magazines: 

Available in standard 10, 20, and 30 round capacities, feed into the chamber from the bottom, as well as a 70-round Drum magazine, for 
the shootist for whom ammunition capacity is everything. The drum is pretty unwieldy in terms of size, though, making it hard to fire the 


weapon from the prone position, or in tight quarters. (-IO penalty.) 


Belt Magazines 
Belt magazines feed from the side. A 50-round belt can be handily contained in a box that attaches to the side, but for firepower 
unending, the MWS can serve reasonably well in the role of a crew-served weapon, with one man (or a helper-bot) linking belts of ammo 


together as the gunner shoots. 


Barrels: 
Rifle Barrel 


The standard barrel of an assault rifle, using a standard barrel allows the MWS to fire in all modes, and fire with assault rifle ranges. 


MMG Barrel 


The barrel of a medium machine gun, using this barrel allows the MWS to fire in all modes, and fire at machine gun ranges. 


Sniper Barrel 
The barrel of a light sniper rifle, a “marksman rifle,” this barrel allows the MWS to fire in SA and BF modes only, and fire at Sniper Rifle 


ranges. 


Carbine Barrel 
This cut-length carbine barrel dramatically reduces the range the MWS can fire at (to the SMG range table,) but makes it considerably 
handier in close quarters, reducing or eliminating penalties for operating in tight spaces, at the GM’s discretion, but explicitly negating 


the default penalty for using the Drum magazine in tight quarters. It allows the MWS to fire in all modes. 


[Expensive (15,000)] 
The purchase price or Major Favor to acquire the MWS provides the user with the MWS chassis and two barrels. The other barrels can be 


acquired for a price of [Moderate] each. 


Titanian AR-1, AR-2, AR-3, MR-1 
These Titanian Arms assault rifles together comprise the bulk of the long arms available on Titan, particularly the Militia Rifle 1, one of 
which can be found in the apartment of almost every Titanian citizen who served in militia duty and qualified on kinetic weapons. (The 


remainder qualified on the MR-2, a laser rifle which can be found below under Energy Weapons.) 


Titanian Arms Autorifle-1 

The Titanian AR-/is the archetypical automatic railrifle, in much the same way that the CPMP-I set the standard for open-sourced 
machine pistols. What it Lacks bells and whistles it makes up for in recognizability and reliability, being the exemplar of the open-source 
assault rifle, the long-arm of choice for everyone who needs to defend their homes. It occupies the same ubiquitous niche in the post-Fall 
world that the AK-47 did during the mid-late 20th century. These have a nominal cost of [High], but thanks to its ubiquity on Titan, 


especially in government service, its effective cost and favor Level is knocked down to [Moderate]. 


Titanian Arms Autorifle-2 

The Titanian AR-2 premiered in 4 AF, taking the role of a full-sized battle rifle. It starred a larger, heavier round than most assault rifles 
fire, for increased stopping power; the same round which was later adopted by the freelance Midgard Arms MWS rifle. Although 
unpopular with quartermasters and militiamen who consider it excessive, the heavier round is popular with soldiers who feel they will 


have to come into conflict with hardier foes. [High 6,500] 


Titanian Arms Autorifle-3 

The AR-3 came out in AF 4, as armor technologies started to achieve several breakthroughs and the ability of a person with a cornucopia 
machine and some time to swathe themselves in layer after layer of armor became evident. Even less popular with quartermasters than the 
AR-2, the AR-3 fires a narrower round much faster than typical ballistic railguns, trading absolute damage potential for armor 
penetration, even before using specialized armor penetrating rounds. (The irony is not at all Lost on milhistory buffs.) Though most 
soldiers don’t care for the lighter round, those who have been armed with AR-3s and come up against hardened targets swear by it as the 
second best thing to a plasma cannon, and some appreciate the higher ammunition capacity that comes from a smaller round ina full- 
sized box magazine. [High 7,500] 


Titanian Arms Militia Rifle-1 

The MR-1/is the issue weapon for Titanian city militia to store in their homes. It’s essentially an AR-I with integral Shock Safety system, 
Stunner, and bonus software that starts screaming its head off to the militia, cops, and anybody else who will listen when it’s removed 
from its issued storage safe. Its nominal cost is [High (6,000)]. Actually getting your hands on one is very difficult, due to 


aforementioned special storage safe, unless you go through militia training, in which case you'll get one for free. 


Sniper Rifles 
Midgard Arms Dragonslayer 


A modern-day elephant rifle, the Dragonslayer pushes the envelope of what is chemically and mechanically possible and was released 
concurrently with the MWS. The Dragonslayer is a propellant sniper rifle that closely approximates the stopping power of a mass driver 
sniper rifle, though this is achieved through the simple expedient of using a gigantic cartridge most appropriate for use against megafauna. 
Armor penetration isn’t spectacular as a result, but against a target which is (fairly) lightly armored, the enormous 14.9mm round is 
absolutely devastating. Much to the extreme disapproval of the Hulder, the Dragonslayer is fast becoming a favorite of those sleeved in 
Ariel morphs who prefer to bring down big game for their supper than to catch cryorabbits, and to the outrage of nanoecologists 
everywhere, extrasolar big game hunting was almost singlehandedly introduced with a memetic campaign organized around this rifle. Yes, 


you probably could bring down a Tyrannosaurus Rex with this rifle. 


The Dragonslayer features a novel chamber design incorporating a revolver magazine as part of the chamber. This allows it to be loaded 
with multiple round types and to spin the chamber to each round at-will. While this does render the weapon incompatible with the 
expanded magazine mod, it effectively has a smart magazine. Speed-loaders or additional whole, loaded cylinders for fast reload are 
recommended. As with the Jormungandr, these weapons are almost never seen manufactured “as designed,” and the blueprints came 
complete with AR drivers equipped to cosmetically customize the weapon in a variety of ways. It comes standard with a fantastically 


powerful imaging scope, equivalent to a set of Viewers, which is offset above a set of precision-engineered iron sights. [High] 


Titanian Arms DMR-1, DMR-2, DMR-X7, DMR-X9, DMR-X10, AMR-1 


Someone at Titanian Arms has a frustrated hard-on for sniper rifles, as evidenced by the large number of experimental weapons on this 
list. Although the experimental weapons have not even been considered for field trials by the Titanian armed services, someone has 
pulled strings to get the blueprints dropped into the hands of select Special Police units with a reputation for maverickism, hoping to get 
field use data that could fast-forward the otherwise slow process of military procurement ROD. Whilst all of these weapons have proven 
reliable under laboratory conditions and basic field tests, they have not gone through the rigorous extended field tests that would move 
them out of the prototype stage and let them even be considered for field trials, and given the lukewarm reception some of them have 
received from the upper echelons of Titanian Arms, without field data from actual operators, they likely will be left to wither on the 


vine. 


Titanian Arms Designated Marksman Rifle-1 
The Titanian DMR-I, or Designated Marksman Rifle |, is, like most of Titanian Arms’ early offerings to the Commonwealth, the 
benchmark standard against which other sniper rifles are measured, owing to its status as the first mass-produced sniper rifle designed by a 


professional armaments organization and released open-source. When insurgents and Firewall members everywhere fabricate an open- 


sourced sniper rifle blueprint, chances are they’re making a DMR-I or a variation thereof. On Titan, these are common enough to be 


procured at an effective cost of [High], but it has a nominal cost of [Expensive]. 


Titanian Arms Designated Marksman Rifle-2 

Due to replace the DMR-I in Titanian military service by AF 21, the DMR-2 is, quite simply, a straight upgrade over the DMR-l, with 
advancements in materials science and high-energy capacitance allowing the enormous rifle to accelerate rounds with greater rapidity. 
The advantage is that it is a sniper rifle capable of firing bursts of rounds. It’s currently in the field trial stage, making it available to 
Titanian elite service units. Blueprints for it have yet to be released publicly, owing to laws which are on the books to prevent Titanian 
microcorps from releasing blueprints which have not been thoroughly proven safe, though cynics point out that this also serves the end of 
preventing the blueprints from getting out before the Titanian armed services have completed their switch-overs. It has an effective cost 
of [Expensive (I2,500)]. 


Titanian Arms Designated Marksman Rifle eXperiment-7 

The DMR-X7 is Titanian Arms’ first propellant-powered long arm, and only their second propellant firearm. They reasoned, quite simply 
- and accurately - that if the reasons a railgun sniper rifle couldn’t be fired in burst or automatic mode were that materials and energy 
science weren’t up to automatic mass driver fire with that size of projectile in a package as small as a sniper rifle, they could always try it 


with a propellant firearm. 


The DMR-X7 is an experimental prototype which isn’t receiving a Lot of love from a lot of sources, but at least one true believer in the X7 
at Titanian Arms is pulling strings to get it into the hands of Titanian elite forces for field trials despite being an experimental design. It 
has a nominal cost of [High (5,750)], because although it is an experimental prototype, it’s really a quite conventional firearm. 
Unfortunately, while it’s quite capable of auto-firing projectiles, whether the shooter can control it in anything but the prone position is 


another matter. It comes with a smart bipod, which attaches grip pads to solid surfaces and uses spikes to secure itself in natural terrain. 


Titanian Arms Designated Marksman Rifle eXperiment-9 

The DMR-X 9 is another experimental rifle, which was rushed onto the drawing board after the Midgard Arms MWS came onto the 
scene. Simply put, it uses the smaller (by comparison to sniper rifle standards) round shared in common by the MWS, the AR-2, and the 
MMG-I, to enable fully automatic sniper railgun fire. Whilst most snipers do deride it for the same reasons they dislike the MWS, the 
advantage of being able to put rounds on-target at full auto is slowly gaining some traction. It carries a cost of [Expensive], for those who 


can even get their hands on it. 


Titanian Arms Designated Marksman Rifle eXperiment-10 

The DMR-XIO project was launched Literally two hours after the X9, by the same designers, exploring the design space made possible by 
using smaller rounds in a full-sized sniper rifle. Firing the same rounds employed in the much-loathed-by-quartermasters AR-3, the DMR- 
X10 is basically an AR-3 with a Longer barrel and beefier capacitors. [Expensive]. 


Titanian Arms Antimaterial Rifle-1 

The AMR-1/is an anti-materiel rifle, issued in AF 6. Quite simply a small railcannon firing rounds in common with light vehicular 
autocannons, this is the militarized version of “Bigger is better.” Designed to engage light armored vehicles, heavy synthmorphs, military 
battlesuits and exsurgent monstrosities, this weapon will put big holes in just about anything, or anyone. [Expensive (15,000)]. Firing this 
weapon from anything but the prone position is not in the cards for anything or anyone that isn’t Large, or is a military battlesuit. It comes 


with a smart bipod. 


Heavy Weapons 


Fleet Armory Rotary Autocannon 1 
The smallest weapon that the Fleet Armory stationed on Phoebe has yet designed, and their only propellant weapon thus far, the RAC-/ 
has a fancy name for “Gattling Gun.” It was designed and constructed to meet mission parameters for combat deployment into habitats as 


a weapon which could be mounted on combat synths such as Reapers and Diatya, but which were too small to mount the RAC-2, which is 


the railgun version of the exact same weapon, and which is widely used on Naval vessels as a point-defense close-in weapon system. 


The Fleet Armory RAC-I was designed to be mounted on synths and vehicles which were too small to mount the kind of massive 
generator and capacitor banks that would allow for sustained railgun fire at Gatling speeds. However, it was soon discovered that it could 
be relatively easily modified into a crew-served weapon suitable for use in a fixed or mobile weapon emplacement by infantry - at Least, if 
they were in Titanian gravity, had some kind of power assist system, or it was permanently emplaced. It also makes a handy door gun for 


larger transport vehicles which have not been equipped with oversized generators and capacitor banks suitable to drive the RAC-2. 


As an infantry weapon, the RAC-I leaves a lot to be desired offensively; firing it from a standing position is simply impossible for any 
standard sized biomorph, and even a Large biomorph like a Bruiser would require a Battlesuit to pull it off. Large combat synths and 
vehicles in that size category can use them quite readily, though. For infantry use, setting up the RAC-I is a fairly involved process, 
requiring a minimum of two action turns and a Hardware (Armorer) simple success test; Longer, if you want to dig in a foxhole or erect 
some kind of sandbagged fighting position. If you have the time to set it up, though, nobody who’s ever been behind the trigger of an 
RAC-I has ever bemoaned it as lacking stopping power. The RAC-I follows the rules for Gatling weapons. It has a price of [Expensive 
(25,000)]. 


Titanian Arms Light Machine Gun-1 

The archetypical “Open-Source Machine Gun,” the Planetary Consortium accused the Commonwealth of supporting terrorism and 
armed insurgency when they open-sourced the blueprints for this weapon in AF 5. The Commonwealth responded by promising that this 
was only the Light machine gun in the series, and promised that the medium and heavy versions were coming Soon, and promptly directed 
Titanian Arms to develop them. This is the gun that Martian city militias like to lose sleep over, and the same gun that Barsoomian 
radicals Lovingly polish and wait for the day they get to use in anger. It has a cost of [Expensive], but on Titan it’s common enough in the 


militia and high-threat response armories that it can be acquired for [High]. 


Titanian Arms Medium Machine Gun-1 

A Medium Machine Gun, the MMG-I can be seen as a straight upgrade from the LMG-l, firing a battle rifle sized round instead of the 
standard autorifle round shared by the LMG-I and standard service long arms. It’s a very heavy weapon, but just barely within the realm of 
reason for a standard biomorph to shoulder and fire it like a rifle. You'll still probably want to make use of the standard smart bipod, 


though, and you’ll probably want some extra gel padding on your shoulder, or a gyromount. 


Unlike the LMG-I, which was designed to be used like an autorifle with a greater range and ammunition capacity, the MMG-I was 
principally designed as a squad support weapon. Its ammunition feed is belt-fed from the side, either from 50-round boxes that were 
designed to fit under the weapon like a standard magazine, thus not interfering with the weapon’s balance, or it can use full belts fed by 


another soldier. It has a cost of [Expensive (12,500)]. 


Titanian Arms Heavy Machine Gun-1 


Nicknamed Moses, for reasons which are only tangentially related to Judeo-Christian mythology, this heavy machine railgun fires rounds 
which are precisely 12.7x99mm. It should surprise absolutely noone to realize that this heavy railgun, the largest designed by Titanian 
Arms and edging in on the territory of the Fleet Armory, was designed largely by an expatriate U.S. Army armorer. The ultimate 
testament to this weapon’s true heritage and effectiveness was when the Jovian Junta quietly reverse-engineered the nanofacturing 


blueprints for macroscale traditional manufacturing processes, adopting it as the M2 HMRG. 


The HMG-I is too large, with recoil too great, for a biomorph of standard size and scale to shoulder and fire like a rifle. Larger biomorphs 
(such as Bruisers) can do it, as can human-scale synthmorphs with multiple limbs into whose chassis the weapon has been incorporated, 
such as an Arachnoid or a Reaper. (Some more enterprising Brinkers have proven that the weapon can be similarly incorporated into 
biomorphs of similar nature, such as Novacrabs.) A standard biomorph wearing power-assist frames, such as a Battlesuit, can also do it. 
Anyone else attempting to fire it from a standing or kneeling position suffers a -50 penalty to their attack rolls, is incapable of achieving 


any measure of success greater than having succeeded, and after resolving their attack, they must pass a DUR + 2 test or be knocked prone 


on their backs. It is strongly recommended that this weapon be fired from the prone position, taking advantage of the bipod. 


The HMG-I was designed to belt-feed from the side. While you can install a box magazine containing a belt like that found on the 
MMG-I, most users have demonstrated a marked preference for sustained fire from capacious ammunition belts being fed to the weapon 


by a helper. [Expensive 15,000]. 


Kinetic Weapons Table 
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Energy Weapons 
Titanian Arms Militia Rifle-2 


Titanian Arms’ first foray into producing an energy weapon, the MR-2 is little more than an off-the-shelf laser rifle mated to an off-the- 
shelf Stunner. Designed in 3 AF, the MR-2 contains very little original engineering; cynically speaking, it can be described as a remix of an 
Argonaut-produced laser rifle and stunner design. Though little genius went into designing the MR-2, a lot of innovation did; both the 
stunner and laser pulse rifle feed from the same power packs, simplifying the Logistics of use considerably. Each laser shot drains 2 units 
from the MR-2’s listed ammunition capacity. It carries a cost of [High (2,000)] nominally, but on Titan they are ubiquitous enough to be 
procured for [Moderate] each. 


Titanian Arms Militia Rifle-3 


After the frankly embarrassing offering that was the MR-2, the design blueprints of which are nearly half attributions to Argonaut open- 


source blueprints, Titanian Arms was advised to redeem themselves by producing something original. 


The MR-3 is their first effort at producing that original weapon. In truth, it lacks the luster of their kinetic weapon designs, having no 
superior performance to any open-sourced particle beam bolters as designed by the Argonauts or other anarchist design houses, but it is 
uniquely original, with every single component engineered from first principles. As with the MR-2, it incorporates a stunner standard, and 
it shares the same mutual feeding system. The MR-3, as of IO AF, has replaced the MR-2 in militia service for those who qualified on 
energy weapons, but has not yet replaced the MR-2 as the take-home weapon issued to Militia graduates who trained on energy weapons. 
It’s expected that the Militias intend to empty their stocks of MR-2s before issuing MR-3s as take-home weapons. It has a cost of [High 
(6,000)]. 


BlasTec LP-1 


A collective of students, grad students and researchers at T.A.U., BlasT ec (which was knowingly named homophonically (and near- 
identically,) to the fictional corporation from the centuries-old fiction verse Star Wars as homage,) are out to bring in the spacefuture era 
of energy weapons that transhumanity have been promised for so Long. Their repeated overtures to the Commonwealth for resources and 
microcorp standing have been met coldly, generating accusations of Ministerial favoritism towards Titanian Arms, as BlasT ec are 
demonstrably innovating; they produced the first real laser pistol. This pistol, in fact. The LP-I (that is its official name, with “Laser 
Pistol-I” being the obvious but unstated inference,) has a somewhat shorter range than a normal laser pulser (it fires with the range of a 
cybernetic hand laser,) and has a smaller battery, omitting the radioisotope thermoelectric battery entirely from the design as being 


entirely superfluous when in combat use the main battery will be swapped like an ammunition magazine. 


As with standard laser pulsers, the BlasTech LP-I can Cook, and fire in less-lethal stun mode. [Moderate] 


BlasTec BP-1 


The BlasTec BP-I is to the Particle Beam Bolter what the LP-I is to the Laser Pulser; a particle beam pistol, the first true “blaster pistol” 
ever produced, or at least which the public has been made aware of. Like the LP-I, they’ve lightened and shortened the design 
fantastically, by the simple expedient of omitting the nuclear battery and fitting a smaller primary battery, though those measures are 
only part of the story. 


As with standard Particle Beam Bolters, the BlasTec BP-| can Cook. [High] 


BlasTec LA-1 


After considerable amounts of research into new Lenses and laser emitters failed to produce meaningful advantages over standard laser 
pulsers, someone at BlasTec quipped that it seemed like the only way to do more damage with a Laser, short of scaling up to a weapon a 


human couldn’t hold, was just to fire more than one laser. 


One pyramidal prism Lens later, that’s exactly what they happened - this design, innovative - some would say “strange” is, quite simply, 


three laser pulsers arranged in a triangular pattern, firing into a pyramidal prism lens which coalesces them down into one effective, 
focused beam. Naturally, this dramatically reduces battery capacity, but as one wag put it, “having a hundred shot battery doesn’t matter 
if the other guy has killed you dead with a bullet while you still have 98 discharges Left.” 


As with other laser weapons, the LR-I can Cook, and fire a laser stun mode. [High] 


BlasTec BA-1 


The BlasTec BR-I can be seen as a straight upgrade over typical particle beam bolters... Because that’s exactly what it is - a straight 
upgrade, that hits only a little harder, but has considerably more armor penetration. Given the proliferation of energy armor, this is a 
good thing for anyone who wants to use particle beams to kill people. It’s still quite expensive to manufacture, but BlasT ec hope that 


further research will make it possible to build the BR-I with less scarce resources. 


As with standard Particle Beam Bolters, the BR-| can Cook. [Expensive]. 
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Explosives and Explosive Accessories 
TOPVICK MPG-1 


Torvick Aerospace is one of the founding eighteen microcorps which were all formed on the same day during the year of the Fall, the 
eighteen which are exempt from Titanian transparency laws under Section Three. While it is exempt from transparency laws, the name 
does, to some significant degree, give away the fact that it is heavily involved in military production. They have from time to time 
performed work in related fields; thus, the MPG-I. The Torvick MPG-I, which is short for “Magnetically-Propelled Grenade,” is quite 
simply a tube Launcher for shoulder-fired Seeker missiles. It’s a simple device, as launchers of the like have been used for centuries; not as 
portable as a disposable launcher, but it features an integral smartlink system, laser designator, and imaging scope equivalent to Viewers. 
[Moderate] 


TOPMViGkiMPG-=s 

The MPG-3 was designed in 5 AF, after an executive officer in Torvick’s much-maligned Small Arms division (which is, funnily enough, 
prohibited from designing kinetic or beam weapons for personal use,) had the opportunity to fire a Midgard Arms Jérmungandr at the 
range. It was so simple an innovation that he never realized it was an idea that had been in use in video games for over a century as he 
directed his engineers to revisit the failed MPG-2 project, a seeker launcher with a magazine that they’d never been able to make practical 


owing to the bulk of a magazine loaded with full-sized seekers sticking out over the operator’s shoulder, or towering up above their head. 


Quite simply, the MPG-3 is a seeker launcher with a four-round rotating magazine, a cylinder, incorporating the same smart magazine 
system as is found in the Jormungandr, allowing the operator to switch to and fire another seeker almost instantaneously. The cylinder is 
mounted on a forward-facing spindle which rotates down from the side of the launcher; the operator can reload the cylinder one Seeker 
at a time, but if time is more of an issue than bulk, the cylinder can be removed and replaced with another pre-loaded cylinder. The 


launcher also incorporates a very powerful imaging scope equivalent to Viewers, smartgun Link, and laser designator. [High] 


Titanian Arms AGL-1 


A weapon type which is a fair rarity in this day and age, the AGL-I is an automatic grenade launcher, firing unpowered minigrenades for 
saturation effect over relatively short ranged. Although the AGL-I isn’t very loved by the militias, they have, funnily enough, seen 
adoption by the civil police as riot-control weapons. They also have the advantage of being able to take smart ammo options, unlike 
regular grenades. Launched minigrenades may take the following smart ammo options: Accushot, Homing, Laser-Guided, Proximity, 
Zero. [High] 


The AGL-I has a custom range rable, as follows: 
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New Warheads 
MIRY Seeker 


Though not in any technical sense a Multiple Independently targeted Reentry Vehicle, the name has stuck around for ages for the 


concept of one missile disgorging a number of smaller missiles. That is exactly what a MIRV Seeker is. 


MIRV Seekers are a Smart Ammo option only available for Mini and Standard Seekers, which fire a cluster of smaller Seekers at the 
target(s); a full-sized MIRV Seeker launches three Minimissiles or up to nine Micromissiles, while a MIRV Miniseeker fires three 


Micromissiles. 


Some might question the utility of these expensive warheads, but those people have never run afoul of a point-defense system shooting 
down all their antivehicular Seekers, or they have never found themselves suddenly needing to engage multiple targets near to one 


another at once. 


The MIRV Seeker addresses both concerns quite handily. The MIRV travels to the edge of Short Range (and cannot be used to engage 
targets below Short Range,) and launches its payload - which are, themselves, smaller Seekers, which may be of any type and have any 
Smart Ammo option. Each warhead then homes in on its target independently, which may be the same target or an entirely different one, 
with the user making an attack roll at a -30 penalty for each of the three miniseekers. A Swarm shot (a full-sized MIRV that launches nine 
Microseekers,) is instead resolved as a full-auto area attack with a uniform blast of ten meters, or 20m if the warhead chosen was already a 


Uniform Blast. Point-defense systems attempting to shoot down this many missiles is nearly futile. 


The MIRV Seeker itself has a cost of [Moderate], not including the cost of the warheads within, which are one purchase at the listed cost 


of the Seeker warhead you wish to use. 


Spray Weapons 
Shred kifle 


Shard weapon technologies is believed to have reached a dead end with the advent of the Shredder. You can’t make the diamondoid 
monomolecular flechettes any larger without entirely defeating the purpose of diamondoid monomolecular flechettes, and making them 
go faster is pretty much entirely pointless for increasing damage, as they already tend to overpenetrate anything which isn’t so heavily 
armored that they’re going to bounce off entirely. Firing more flechettes in a shorter time period is similarly problematic, as getting any 


more than the Shredder already fires up to speed out of one device requires a bulky, unwieldy wide weapon. 


This is not, however, to say there is no room whatsoever for innovation. Firing flechettes faster does, at least, tend to increase their 
effective range. Enter the Shred Rifle, a two-handed, long-barreled version of a Shredder. The increased speed of the projectiles does not 
improve armor penetration - they simply shatter - and it does not increase damage - they just go through the target faster. What it does is 
fire the flechettes farther, giving Spray weapon users at last something resembling a long-range engagement option. They are also 
frequently built with a chemical reservoir capable of selectively coating the ammunition as it is being launched, so that the user may use 
ordinary flechettes and choose whether to coat the shots or not as they are firing, rather than needing to change magazines. The chemical 
magazine option does not carry an extra cost itself, but the user must acquire the chemicals separately. Each dose purchased is sufficient 


to coat ten shots from a Shred Rifle, and the reservoir can hold up to five doses at a time. 


The increased energy use in accelerating the flechettes to such speed, however, has the drawback of placing a dramatically increased 
strain on battery life. With a normal Shredder’s load of flechettes, the user would have to swap batteries twice before clearing the whole 
magazine. This proved awkward and unpopular with users, so the most popular models of Shred Rifle simply use magazines which are both 


battery pack and ammunition magazine, allowing for both to be swapped at the same time. [High] 


The Shred Rifle has a custom range table, as follows. 
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Kinetic Weapons 
Pistols 


Titanian Arms Self Defense-| 


Midgard Arms |Jérmungandr 


Titanian Arms Sidearm-l, -2, -3 

Titanian Arms Civil Police Pistol-l, -2, -3 
Machine Pistols 

Titanian Arms CPMP-lI, -2, -H 

Titanian Arms Civil Police Machine Pistol-| 

Titanian Arms Civil Police Machine Pistol-2 

Titanian Arms Civil Police Machine Pistol-Heavy 
Automatic Rifles 

Midgard Arms Modular Weapons System 

Titanian AR-I, AR-2, AR-3, MR-I 

Titanian Arms Autorifle-| 


Titanian Arms Autorifle-2 
Titanian Arms Autorifle-3 
Titanian Arms Militia Rifle-| 
Sniper Rifles 
Midgard Arms Dragonslayer 
Titanian Arms DMR-I, DMR-2, DMR-X7, DMR-X9, DMR-XI0, AMR-I 
Titanian Arms Designated Marksman Rifle-| 
Titanian Arms Designated Marksman Rifle-2 
Titanian Arms Designated Marksman Rifle eXperiment-7 
Titanian Arms Designated Marksman Rifle eXperiment-9 
Titanian Arms Designated Marksman Rifle eXperiment-lO 
Titanian Arms Antimaterial Rifle-| 
Heavy Weapons 
Fleet Armory Rotary Autocannon | 
Titanian Arms Light Machine Gun-| 
Titanian Arms Medium Machine Gun-| 
Titanian Arms Heavy Machine Gun-| 
Kinetic Weapons Table 


Energy Weapons 
Titanian Arms Militia Rifle-2 
Titanian Arms Militia Rifle-3 
BlasTec LP-| 
BlasTec BP-| 
BlasTec LR-I 
BlasTec BR-| 


Energy Weapons Table 


Explosives and Explosive Accessories 
Torvick MPG-I 
Torvick MPG-3 
Titanian Arms AGL-| 
Explosive Weapons Table 
New Warheads 
MIRV Seeker 


Spray Weapons 
Shred Rifle 


Spray Weapons Table 


